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A Gradient Method for the Evaluation Function
in the Game of Go

Tosuikl Matsur, ! Harukr Nocucnr,? Yukr Dorif?
and TuyosHr Hasnimoro'?

To evaluate moves in the game of Go, a large number of features and their
complicated relationships have to be considered. These features are nearly
impossible to be optimized by hand so machine learning is one method. We
apply a gradient method which is used in computer Shogi for learning of the
evaluation function. Evaluation function for Shogi and Go have different char-
acteristics. In Shogi, it is enough to be able to order moves correctly for use in
alphabeta. While in Go, moves require proper score in order to generate a prob-
ability distribution for use in Monte-Carlo simulation. We solve this problem
by designing two error functions. We compare our method to Bradley-Terry
and Elo-Rating model that are used in Crazy Stone, which is one of the best
program in the world. Experimental results show that our method produces a
stronger Go player.
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Fig.1 Pattern and location information.
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